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摘  要 







本文以车站建筑为载体，基于 Unity 3d 虚拟现实平台，设计并实现了一款

























Virtual reality is the comprehensive information technology rising from the end 
of the 20th century and has become the new subject of concern nowadays. This 
technology has been applied to many fields in the society. Virtual building roaming is 
virtual reality technology in urban planning, architectural design and interior 
decoration technique scheme demonstration, validation and evaluation of 
comprehensive application, leading to the innovative development of the field 
application. Users can experience real-time interactive roaming in the virtual building 
and can conduct functional evaluation and feedback toward the construction, which 
has practical values in terms of architectural design, real estate development, indoor 
and outdoor design and so on. 
In this dissertation, the station construction as the carrier is based on the Unity 3d 
virtual reality platform, designs and realizes a virtual roaming system at the station. 
This article first introduces the virtual reality technology Unity 3d, 3d modeling 3d 
Max and related technologies such as digital image processing technology in 
Photoshop; Then from the user’s demand, the definition of user’s role, system 
functional requirements and non-functional requirements, four aspects of the system 
needs to make the analysis; At the same time, the dissertation illustrates the system 
design from the design objectives, design principles, the three dimensional model 
design, interaction design, environmental design in five aspects in this dissertation. In 
system implementation part, it mainly introduces the construction of the virtual scene 
and the realization of the function of roaming.  
The virtual station project has completed the expected design goal. The system 
has realized the interactive roaming between the PC platform and Web end. It has a 
good visual effect and preferable user experience, and has achieved the purpose of 
showing the inside and outside environment of the station. The article confirms the 
application of virtual reality in the field of building roaming from the side of 
interactive roaming display of the virtual station, which lays the groundwork for 
further researches in the future and has positive significance. 
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    本章对虚拟现实技术，基于Unity 3d的虚拟车站开发所涉及的虚拟现实技术、
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